TERMINATOR 2 

It is the near future. . battle rages between man and machine. Yet despite the awesome 

power ol the machines the rebels are winning, until Skynet, the computer that controls the 

machines sends a Terminator through time to destroy the rebel leaders' mother, Sarah 

Connor, who is living in the time '1984'. 

They tailed 

Undaunted, another Terminator was sent back in time to 1994 to strike at John Connor, 

the future rebel leader, who is sMI a child at the time. 

The resistance must protect the child. 

Again the rebels were able to send a lone warrior to protect him. This time they will Tight 

on the enemy's terms. This time a machine will battle one of its kind. 



Position the cassette in your Commodore recorder with the printed side upwards and 

make sure that it is rewound to the beginning. Ensure that all the leads are connected. 

Press the SHIFT key and the RUN/STOP key simultaneously. Follow the onscreen 

instructions • PRESS PLAY ON TAPE. This program will then load automatically. For 

C128 loading type GO 64 (RETURN), then follow C64 instruction. 

PLEASE NOTE: This game loads in a number of parts • follow on- screen instructions. 

RISK 

Select 64 mode (il using Commodore 128). Turn on the disk drive, insert the program into 

the drive with the label facing upwards 

Type LOAD "~g, 1 (RETURN) the introductory screen will appear and the program will 

then load automatically. 



CONTROLS 



You can play this one-player game using |oystick only in port 2 


RUN/STOP - PAUSE/UNPAUSE 




JOYSTICK 




umsii&i 




LEFT 


WALK LEFT 


RIGHT 


WALK RIGHT 


DOWN 


CROUCH 


UPS FIRE 


HIGH KICK 


DOWN 8 FIRE 


CROUCH-PUNCH 


LEFT 8 FIRE 


PUNCH 


RIGHT 8 FIRE 


BLOCK 


DIAGONAL UP LEFT 8 FIRE 


UPPERCUT 


DIAGONAL UP RIGHT 8 FIRE 


HEAD BUTT 


DIAGONAL DOWN LEFT 8 FIRE 


LOW KICK 


DIAGONAL DOWN RIGHT 8 PRE 


KNEE 


(BBSZfcl 




LEFT 


STEER LEFT 


RIGHT 


STEER RIGHT 


UP 


MOVE UP/ACCELERATE 


DOWN 


MOVEDOWNDECELERATE 



On level 8 pressing FIRE will shoot Sarah's gun at the sight. The sight will sway Irom 

side to side depending on the movement of the SWAT van 

IBB3 

Press lire to select a block (the cursor will flash rapidly) then push the joystick in the 

appropriate direction of the block you wish to swap. 

i«a 4 

UP - WALK INTO LIFT 

LEFT RUN LEFT 

RIGHT - RUN RIGHT 

DOWN CROUCH 
Press the fire button to strike out in the direction you are facing. 
IBELI 

Push the joystick m the appropriate direction to move the blocks into the space available 
MB) 

UP - ENTER LIFT 
DOWN - DUCK 
LEFT RUN LEFT- 
RIGHT • RUN RIGHT 
Press fire to shoot in the direction you are facing. 



fltUI.SH 




HIGH KICK 


500 


LOW KICK 


500 


UPPERCUT 


1000 


HEADBUTT 


750 


PUNCH 


100 


CROUCHING PUNCH 


200 


KNEE 


750 


LEVELS 3 &l 




1 CO POINTS X TIME REMAINING 




IBBSttl 




AVOIDED OBSTACLES 


100 


SUCCESSFULJUMPS 


500 


AVOIDING CARS 


200 


LEVEL 1 ONLY 




PER HELICOPTER HIT 


250 


LEVEL 7 




VARIOUS POINTS ARE AWARDED PER SWAT MAN. 


5000 POINTS ARE AWARDED FOR EACH LEVEL COMPLETED 


The status panel displays - 




The laces of the characters in play and energy remaining 



GAME PLAY 



LEVEL 1 

You are in control of the T800 Terminator. You must defeat the T1 000, temporarily, to 

allow John to escape 

IBB 2 

Take control of the T800 and John on a Hartey Davidson motorbike. 

Manoeuvre your way through a storm drain, whilst being pursued by the T1 000 in an 

articulated lorry. Every lime you crash into an object the T800 loses energy, while 

crashing into the lorry means that John loses energy 




IBBI 

In this section you must perform a minor operation on the TSOO's arm This is achieved 

by moving the flashing cursor around the grid and arranging the blocks in the correct 

order. 

This level is timed. Achieving 1 00% puzzle completion will regain all of the T800's 

energy. 

ura 4 

You are in control of Sarah Connor - armed only with a broom handlel You must escape 

from the maze of corridors and lifts of the mental institute. 

LEVHS 

The T800 must gain enough time for Sarah and John to escape in the lift to the car park. 

IBB* 

Your task is to rearrange the blocks on the TSOO's lace until they match up to the original 

picture. This level is limed and 100% completion will give T800 full energy 

LEVEL 7 

Once again you are In control ol the T800 and must shoot your way out of the Cyberdyne 

Laboratories through a heavily armed SWAT team 

IBBI 

T800 is in control of the SWAT van making his escape with Sarah and John Connor. He 

is being pursued by T1 000 in a helicopter. 

Sarah can lire at the helicopter Irom the back of the van. You must disable the 

helicopter's controls by shooting at it. 

LEVELS 

T800 must battle it out for the last time with the Ti 000. 

Not only must you drain him of his energy but you must also force him into a vat of 

molten steel. 

HINTS AND TIPS 

On the combat sections watch your energy - the T1 000 keeps attacking you so don't 

forget to block 

On levels 4 and 8 ducking will avoid enemy fire and punches so keep your eye on the 

enemy's movements. 

Whilst on the motor bike use the jumps to avoid going through water which disables your 

CflQKOlS 

Shooting the helicopter successlully Irom the SWAT van will disable il for a short period 

giving you time to manoeuvre. 

Remember to conserve energy throughout the game - don't lake any risks! 
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THIS SOFTWARE PRODUCT HAS 8EEN CAREFULLY DEVELOPED AND MANUFAC- 
TURED TO THE HIGHEST QUALITY STANDARDS. PLEASE READ THE INSTRUC- 
TIONS FOR LOADING, CAREFULLY 

II for any reason you have difficulty in running the program you may contact our Ocean 
Helpline direct by telephoning 0626 332533. 

However if you believe that the product is defective please return it direct to: Mr. Yates, 
Ocean Software Limited, 6 Central Street, Manchester, M2 5NS. 
Our quality control department will test the product and supply a replacement il we And a 
fault. If we cannot find a fault the product will be returned to you at no extra charge. 
Please note that this does not affect your statutory rights. 

CREDITS 

TERMINATOR 2 ,u 8 ©1991 Carolco International N.V. All Rights Reserved. 

Programmed by Bobby Earl 

Graphics by Martin McDonald and Don McDermott 

Music and FX by Jonathan Dunn 

Game design by Dimension Creative Designs 

©1991 Ocean Software Limited. 



■\ Chiidline is the tree national helpline lor children and young people in 
trouble or danger. II provides a confidential counselling service lor any 
y child with any problem, 24 hours a day, every day of the year. Chiidline 
I listens, comforts and protects. 



TERMINATOR 2 

Die Handling spieil In tonahBiZifcrt eshenstrlKnegzwschen Mens* una Maschine.Trotzder 

enalinKiwid«nMachli»Hoboters*»neniedocno*Rebe!lenaoew»inen be Skyneicfe Computer, der 

die Maschinen seuert, emeu Tenroalof aul eine Reise dutch lie Zeil schickL urn die Mutter des Anfuhrens der 

Rebellen. Sarah Connor, zu loien, die im Jahre "1984- k*t 

Dies gelang thnen nichl 

Ungeachlet dessen wurtie em anderer Terminator zuruch ins Jahr 1994 gesandt. urn John Connor, den 

zukunfigen Antofiror der Rebellen, der zu dleser Zeil noch ein Kind ial. anzugreilen. 

Dei Wldersland mul) dieses Kind scnutzen 

Wiederum gelang es den Rebellen. einen emsamen Krfeger auszusenden, urn inn zu schutzen. Diesmal 

wenfen s* naoh den HegSn des Gagners kamplen Oiesmal kampfl Robolef gegen Roboer. 

DAS LADEN 



ONfrn 

Kasselte in den Commodore-Rekorder mil der bedruckten Scire nach oben elnlegen Die Kassetle muB zum 

Anfang zuruckgespull und alle Kabel mussen ordnungsgemaB angeschlosson seln. SHIFT-(Umschall-)Tflste 

und RUN/STOPTasle gleichzeilig drucken. Die aul dem Bildschirm angezeiglen Anweisungen beWgen ■ AUF 

DEM REKORDER PLAV DRUCKEN Dann wird das Programm automalisch goladen. Fur das Laden aul dem 

CI28 GO 64 (RETURNVENTERl eingeben, dam cSe Anwesungen fur C64 beWgen. 

BTTE BEACHTEN Dieses Spiel wd ats eine Rede von EnzeoBlen geladen • bine die aul dem Bidsdnrm 

angezegan Amwrsurigenbetokjen. 

UU1II 

Den 64-Modus wahien |bei Bnsaz des Commodore 1 28). Das Laufwert einschallen. das Programm mil dem 

Elikelt naoh oben ins Laulwerk legen. 

LOAD ■".8, i (RETURN/ENTER) eingeben, dann erscheim der Eingangsblldschlrm und das Programm «ird 

automaUSchgeladen 



Dieses Spiel tor e«en Spieler term nor mn dem Joystick in Pon 2 gespteti wrden 

HUN5T0P PAUSBPAUSE BEENDEN 
.JOYSTICK 

nun i.i i • 

LINKS LINKS GEHEN RECHTS S FBJERN 

RECHTS - RECHTS GEHEN DIAG. LINKS OBEN 8 FEUERN 

U'NTEN HOCKSTELLUNG DIAG.. RECHTS OBEN S FEUERN 

OBEN 8 FEUERN - TRITTOBEN DIAG.. UNTEN 8 FEUERN 

LINKS 8 FEUERN FAUSTHIEB DIAG., RECHTS UNTEN 8 FEUERI 



LINKS GEHEN RECHTS 8 FEUERN ■ ABBLOCKEN 

RECHTS GEHEN DIAG. LINKS OBEN 8 FEUERN • FAUSTHIEB OBEI 
HOCKSTELLUNG DIAG. RECHTS OBEN 8 FEUERN ■ KOPF RAMMEN 



OBEN 8 FEUERN - TRITTOBEN DIAG.. UNTEN 8 FEUERN • TRITT UNTEN 

LINKS 8 FEUERN FAUSTHIEB DIAG .. RECHTS UNTEN 8 FEUERN - KNIE 

UNTEN S FEUERN- HOCKSTEUUNG'FAUSTHIEB 
SMBZftl 

LINKS NACH LINKS STEUERN OBEN NACH OBEN-'AUFBREMSEN 

RECHTS NACH RECHTS STEUERN UNTEN NACH UNTEN/ABBREMSEN 

-SftW'cMuoul Olule-frdenfewrltrepirwwrtrd Serena Cewohrin Rlchrongdc-f adenkrmrzssabgeleuen. Dar 
Fadenkreuz scliwankt mil der Bewegung des SWATWagens von Seilo zu Soiie. 
STUH3 

Dun* Otucken des Feuerknopfs einen Blot* auswahlen (der Cursor c*r*lscnnell),oann to Joystick in die 
entsprechende Richlung des Blocks drucken. den du auslauschen mfjchlesl 
STHH4 

OBEN WDENLIFTSTEKSEN RECHTS ■ NACH RECHTS LAUFEN 

UNKS NACH UNKS LAUFEN UNTEN HOCKSTELLUNG 

Zum Angntl in dte Richtung. m die du west, den Feuerknopl drucken 

mt; 

OBEN ■ .IN DEN LIFT STEIGEN LINKS NACH LINKS LAUFEN 

UNTEN - DUCKEN RECHTS NACH RECHTS LAUFEN 

Feuet drucken, urn In die Richlung, rn die du west zu schleBen. 

STATUS UND PUNKTE 

!KB 1.1 1 1 

TRITT NACH OBEN - 500 FAUSTHIEB 

TRITT NACH UNTEN 500 FAUSTHIEB IN HOCKSTELLUNG - 

AUFWARTSHAKEN - 1000 KNIE 



NACH LINKS LAUFEN 
NACH RECHTS LAUFEN 



FAUSTHIEB 

FAUSTHIEB IN HOCKSTELLUNG 

KNIE 



MIT KOPF RAMMEN - 750 

SJUrTH) Hi 

100 PUNKTE X VERBLEIBENDE ZEIT 

twain 

HWDERNISSEN AUSWEICHEN 100 AUTOS AUSWEICHEN „» 

ERFOLGREICHE SPRUNGE • 500 

■isnni 

PRO TREFFER AUF DEN HUBSCHRAUBER - 250 
HH I 

PRO SWATMANN WERDEN UNTERSCHIEOLICHE PUNKT2AHLEN VERGEBEN. 

5000 PUNKTE WERDEN FUR JEOE ERFOLGREICH DURCHLAUFENE STUFE VERGEBEN 

Die Statug-Tafel zeigi an: 

Die Ge&chler der am Spiel beleiligien Figuren und die verbleibende Energie . 

SPIELPLAN 

rail 

Du sffluersl den Terminalor T800. Du muDt den T1000 zanvreise auBerGefecnlseiran. damn: John 
entkommenkann. 

naif 

Steuere dan T800 und John aul em'er Hailey Davidson. Manovriere das Molortad dureh eine Regennnne, 
wahrend du vom T1000 in emem Sffllelschlepper verlolgl wirsl. Jedesmal, wenn du gegen ein anderes Ob|eki 
kracfisl, verlierl der T10) Eneigia. Wenn du m den Satietechlepper tahrst, so willed John Energie 

rati 

Indssem Tel mu8l du am Arm des T101 emo Heme OperaSon durcMuhnsn. Dazu mu8l du den blinkenden 

Cursor uber das Raster bewegen und die BBcke m der ncWgen Remeirtolgeanordnen. 

Aul o/eser Slule laufl eine ZBluhr Wenn du das Puzzle 1 00%-ig in der gegebenen 2el fertjpaelien tarsi 

BiliaTtUHi'TBOQwItfUoi wnrl^yUbdHlluBlWJitUuiULk 

Mnfl 

Du sleuersi Sarah Connor - nurmtt emem Besens&ei bewaffnet! Du muBi ausdem Laoynnlhder Korridore und 

Aulzuge eines Irrenhauses Mehen. 

• 
Der T800 muB genug Zen gewinnen, darnil Sarah und John mil dem Utl zum Parkpiatz Kehen konnen. 

rail 

EsiadeineAufgaOe,o5eBlc^miidemGes*mdWT8COsoarizuorone^ 

entspnschen. Aul dieser Slule lauii elno Zeiluhr und wenn du die Aufgabe 1 00% in m der gegebenen Zeil 

ausfuhran tenna. erhalt der T800 wiederseine gesamie Energie zunjok. 

INK? 

Du sleueisl wieder den T800 Du muBI a* delnen Weg aus den Cyberdyne-Laboralorien dutch eine 

schwerbawaftnehi SWAT-Uanrschall IreisctteBen 

imi 

Der T800 sieuen den SWAT-Wagen und emkommi mil Sarah und John Connor. Er wird vom T100O In einem 
HuDschrauDer verlolgl. Sarah tenn von hinien aus demWagen aul den Hubsch-auber leuem Dumuulau'den 
Hubschrauber schioBen. und so seine Sieuerung auBer Gelechl selzen. 

rati 

Der T800 mufl nun einen lolzien Kampl m* dem T1 000 ausfechlen. Dabei muBi du *m nichl nur seine Energie 
nehmen. sondem ihn auch noch In ein FaB mil geschmolzenem SOW Ireiben. 

TIPS UND TRICKS 

BeftaKe In den Kampfszenen oetfie Energie im Auge - der T1000 greift immer wSler an, also vergifl nichl 

■ te u Bdd a rt 

Aul den Stolen 4 und 8 kannsl du dem fefmHlchen Feuer und den Bebon durch Duoken ("■ 

behave den Feind gut im Auge! 

Wenn du auf dem Motorrad lahrsi sea' die Sprungrampen em. damii du nidi durch das Wasser (anren n 

und so deine Sieuerung aufier Gelechl setzt 

Wenn du den Hubuhrauttef vom SWAT-Wagen aus en^lgrech tmlsL wrfd er kurzzesg auSef Gelechl gesetzt. 

und du gewnnst damrlZeit zum Mandvneren 

Vsrgia nichl das ganze Spiel Qber mit deiner Energ* spaream umzugehen - geh' keine Risiken elnl 

TERMINATOR 2 

Ocean Sotwae U.Tiied verfugt uber das CopyngW fur Proc/ammkode und Gral*xlarsWung.S«*''enorir.e 
schrihliche Genehmigung der Ocean Sofiware Limled in keinor Form reproduzien, gespeichen, ge- und 
vemMieioderCiberlragenweroen Alle Reohle vorbehanen. 



TERMINATOR 2 



Slamo in un prossimo lu1uro...in!una una ballaglia fra gfc uomini e le macchme ma malprado la potenza 

spavemosa delle n<acchine sanno vincendo I nbe* , linche Skyna. ■ computer che comraBa le macohine. 

manda un Terminatore aBraverso il tempo a dstruggere la madre del ewekmero del fte*. Sarah Connor, che 

vrvenellempodH984 

Falirono. 

Impedurbau, si mando un aftro Termmaiore amaverso il lempo al'anno 1 994 a colpire John Connor che e 

ancora ragazzo ma che sara a luturo capo del "belli 

) mandare un solo guernero a praleggeno. Quesla votla lotleranno in 
Ouesla volla una macchina (are ballaglia comro una dela slessa nalura 




CoBochi la cossella nel tuo regtstralore Commodore con la parte slampaia rivolla verso 1 alio e conlroHa che 
sia rlawolu lino all'lnizlo e che luni i cavi siano debilamenle coHegatl. 

Preml II task) SHIFT e il taslo RUN/STOP simullaneamentB, Segu le isliuzionl a video - preml PLAY ON 
TAPE II programma altera si caricara aulomalicamente. Per cancare nel modello C 1 28 digrla GO 64 

I RETURN), e poi segu le sDuzoni C64 

ATTENZIONE Oueste ooco s carica In pki pans - segui le oeuzioni a video. 

HKI 

Scegt ilmodo 64 Ise siaiusandoil Commodore 128) AccencSicSskdnve. insensoilpjogrammaneldnvecon 

reiicnena nvolta verso lalto 

Dlgila LOAD ■'",8,1 (RETURN): companra la videala mlrodutjiva e I programma si cancara aulomalicamente 

mum 

Ouasto e un gioco per un gocaioie adoporando joyslick soiianio collegato alia porta 2. 

RUNrSTOP PAUSEJUNPAUSE 

JOYSTICK 

UBOl.ttl 

SINISTRA CAMMBMRE A SINISTRA SINISTRA E FUOCO - PUGNO 

DESTRA CAMMINARE A DESTRA DIAG. ALTOSINISTRA E FUOCO ■ PUGNO MONT 

BASSO • ACCOVACCIARTI DIAG. ALTOOESTRA E FUOCO ■ TESTATA 

ALTO E FUOCO • CALCIO ALTO DIAG, BASSaSINISTRA E FUOCO - CALCIO BASSO 

BASSO E FUOCO- ACCOVACCIARTI /PUGNO DIAG, BASSO/DESTRA E FUOCO - GINOCCHIATA 

DESTRA E FUOCO • BLOCCARE 

LRBUItl 

VERSO SINISTRA STERZARE A SINISTRA VERSO LALTO ■ SAURE'ACCELERARE 

VERSO DESTRA - STERZARE A DESTRA VERSO L BASSO SCENDEREjDECELERARE 

Sul(>«lto8.iipremeraiipulsarteFtKXOspararararmadafuococSSaraha!lam^ 

aJ'anro secondo il movmento del lurgone dello SWAT 

Premi il pulsanla FUOCO per sceglieie un biocco (il cursore rampeggera rapidamnte), pen spingi il joyslick 

nelladirezione adalla al bkxco che vuoi scambiare. 

UHU4 

VERSO LALTO ■ CAMMINARE NELL ASCENSORE VERSO DESTRA ■ CORRERE A DESTRA 

VERSO SINISTRA - CORRERE A SINISTRA VERSO IL BASSO ■ ACCOVACCIARTI 

Preml II puSante FUOCO per Urate colpo neiB (fcezione di fronte a le 

MUM 

Spingi il toyshek nella drezione adalla per spostare i bkxchi neik) spazio cssponiWe. 

UKUIT 

VERSO LALTO ■ ENTRARE NELL ASCENSORE VERSO SINISTRA CORRERE A SINISTRA 

VERSO IL BASSO ■ PIEGARTI RAPIDAAMNTE VERSO DESTRA CORRERE A DESTRA 

Premi FUOCO pei sparare nella direzione di Ironlo a le. 

STATO 01 GIOCO E PUNTEGGIO 

URUII 5(1 

CALCIO ALTO 500 PUGNO II 

CALCIO BASSO 500 PUGNO DA POSIZONE ACCOVACCIATA ■ Z 

PUGNO MONTANTE 1000 GWOCCHIATA 71 

TESTATA - 750 

LMUilil 

100 PUNTIX TEMPO RESTANTE 

unutti 

OSTACOU EVITATI - 100 AUTOMOBIU EVITATI . -21 

SALT! RBJSCITI 500 

UBUI 

SOLTANTO: OGNI COLPO Aa ELICOTTERO 250 

|J__7 

VENGONO ASSEGNATI PUNTI DIVERSI PER UOMO DEUO SWAT COLPITO 
RICEVRAI 5000 PUNTI PER OGNI LIVELLO PORTATO A COMPIMENTO 

II panello indlcalore dello slalo di gloco most™, 
La laccla del caratleri in gioco e I'snergla resianle 

ESECUZIONE DEL GIOCO 

USUI I 

SeiaicomancicontrailanctoilTerminaioreT800 r>nsair«pjere4TlO(»,i»mrjc«neamem*.peroermel!ere 
aJohndscappare. 

unui 

Assumili comando del T800 e di John su una motocidelta Harley Davidson. Manovrali Wa per una galena di 

scolo da lempesta. insegmto dal T1000 in un autocano anicolato Ogru volta che cozzi contro un oggelto il 

T800 perde energla. menlre sconlh con I'aulocarro lanno perdite d'energia a John. 

UBUI 

In quesio epSodio sei obbligalo a eseguire unoperazone mjnore sul braooo del T800. Si elleaua queslo 

sposlando t cursore lampeggranB mtomo alia gfafe«ecisrxxiendoibioctfine«o'0*ea><r«ia 

LaduraOdiquejtokvelkivkfnemisuraia I adempmeniotDtale del puzzle ncuperera tutla renergaperdula 



Sel si comandl oonlrollando le aztoni di Sarah Connor cho e armala sollanto con un manico di scopai Devi 

scappare dal Bbinnlo di corridoi e ascerrsori delslitijto pschiatico 

IITO1I5 

II TB00 deve guadagnare abbaslanza tempo per peimeltere a Sarah e John di scappare neil'ascensore aD'araa 

dparcheggio 

iimiii 

I tuo comprto e 6 honjnara i blocchi sulla lacoa del T80O Brvd»saccorrino ml ojiadro originate- Uduraladi 
quesio Kveflo viene msurala e I adempimemo lolale reswurra piera energia al T8O0 

iinuo 7 

Ancora una volla sel a comanoi axitmilando >l T800 e dewmraprendereunasparaionadisperalaconuna 

squadra dello SWAT lorlemente armaia, per usdre dai Laboraton Cyberdyno. 

USUI I 

II TBOO sia gudando II furgonedeSo SWAT scappando con Sarah eJoWConror.SrxvjinseguradalTlOOOin 

un oiicotleio Sarah pud sparare alfeiicoliero dolla pads poslenore del lurgone. Devi rendere Inservibdi i 

comandi deU'ebcottero, sparandoci. 

URUII 

II TBOO deve combaltere pel lultima volla col T1000. Non solo dovi esaurlre tutla lenergia di quesio ma anche 
devi lorzano a cadere in una vasca di eccao luso Squdo 

CONSIGLi E SUGGERIMENTI 

Negli episott di comhatlimenlo la altenztone alia tua energia. HT1000 contmua sample ad attaccam e perob 

non dlmenlicafe dl Woccare 

Sutinrt?i4eBi'p*egA^evrteragl:sparepugrjo^nemi<»eDen^ 

Uentre siai guldando la motocicietla. serviB dei nalli per eviiare dl passare per Tacqua che rende insetvibiii i 

tuo) comandi 

II colpire i'ettcottero sparando dal rurgone de'io SWAT to nsndera irts_rv->ie per poco lempo che ti dara 

ropponunlla rj far rnanovra 

RWdati <i conservare energ«a per tunoiigio«:n<»nprenc»9rtnSchii 
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La codrScazione del programma e a rappreserrQzione p^Scasorioil copyright oMa Ocean SrtwareLmrlede 
non possono essere riprodom, memonzzali, noleggiali o irasmessi in alcuna (oima senza il consenso per 
scntto deKa Ocean Sotwaie Limilad. Tulti i OWtli sono nservali 
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